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INTRODUCTION 


Buckaroo Banzai, born to an American mother 
and a Japanese father, began life as he was 
destined to live it, going in several 
directions at once. A brilliant 
neurosurgeon, thi6 restless young man grew 
quickly dissatisfied with a life devoted 
solely to medicine. He roamed the planet 
studying the martial arts and particle 
physics, and in the process he collected 
around him a most unusual group of 
scientists called the Hong Kong Cavaliers. 

With the advent of the jet car, Buckaroo was 
able to travel thru solid matter, where he 
discovered a dimension passage thru space 
itself. In the process, he discovered that 
evil aliens called Lectroids had used the 
passage and were here on earth. Their 
presence was a worldwide threat and thru 
tremendous effort, Banzai and his friends 
were able to destroy the aliens. 

With the Lectroids disposed of, Buckaroo was 
planning to take some well deserved R&R. But 
the phone rang... 

As Perfect Tommy handed Buckaroo the phone, 
he whispered, ’’It's the President and he 
sounds worried.” Buckaroo took the call and 
was quickly filled in on the details of the 
new Lectroid dilemna. 

Just before the Lectroids assembled to leave 
the earth, a small group from a Yoyodyne 
office in Arizona created a problem. The 
President had received a communication that 
a large thermo-nuclear device had been 



/ 

buried deep inside Ryn Mountain, just 
outside Trantham, Arizona. The message 

further stated that any attempts to destroy 
the bomb would trigger its detonation. The 
area around the mountain, including the town 
of Trantham was evacuated, but a panic set 
in and power and phone lines have been 
knocked out by tie mass evacuation. 

The CIA and ether resources have been able 
to establish the following information. The 
bomb is located inside a hollow cavern, too 
dee: inside the mountain to react: q u i c k 1 y b y 

c o nvent io na 1 blast!ng . The ho r b is giving 
off s orr c sort of r a d i o interference, 
preventing r a d i c cor- urij cst ion in the area. 
T hc bor ' size, r s s c d o: h o t-s p c t satellite 

s c.a r. r i n g , r a : e 2 - r g c e n o u g > to t a k c c> u t 

t 1. e entire state. 

t! b u ckaroo" , c a i d t v e ? r e s 1 d e n t , ’’Can v o u 
s a v e / r i z on a ? ' ’ h a u a ai a g r e e s to try and h a s 
t > • A1 r F o r c e a i r d r < : the jet car into the 
area for p o s s i b J < u s e . Worried , h o w ever , b y 
the t h r e a t s n a c e i t the message, h c n r e v e n t s 
t be res i c f t h *. C a wallers from accompany in g 
1 • i : or. t.h: c , to s f ■ 2 \ * • i s final mi s s i o n . 

K o w , v o u , a s h v c: k ar oc Banzai, have a job to 

do, if you want to se e the rest of the world 
again! 


now an adventure works 

You are in charge of the main 
character. ..any action, response, or 
behavior that the character perforins comes 
from you. Everything that happens in the 



single sitting. You can save a game that 
you are currently playing, and return to 
play from where you left off at a later 
time. To save a game in progress, when the 
WHAT SHALL I D0? n message appears, type: 

SAVE GAME 


The computer responds with instructions for 
saving the game in its current state. The 
instructions will differ depending upon the 
computer you are using, so follow the 
prompts displayed on vo u r c c r 

correctly save the game. 

Some systems require that you first 
disk on which to save the game, 
case, you will need another disV for 
your saved games. 


f o r Hi a t a 
In this 



khe r y ou want t c restore a s 
b e f ore b eg i n n i r g a new game, t v ;• e : 


L OAT 

> GAME 

or RESTORE GAME 

T hi e 

c o m p u 

ter vill again prompt 

procedure 

for restoring a :re 


game. In tost i rs t a n c e c 
involved is typing trie letter 
game area that you previous.lv cr, 


you with t f e 
GUSl\ saved 
1] t hat i s 
c f t h e s a v c 


Lastly, should you get st u cV i n t 
not be able to figure out ho 
further, may we suggest you pure 
of the "Adventure Hint Book", 
contains hints for each problem, 
encounter, and if the hints are 
the solution is also present, 
continue enjoying the game. This 
all the Adventures written to 


h e game and 
w t o proceed 
hast a c opy 
This b oo k 
you might 
not enough, 
so you can 
book, covers 
date from 




Adventure International, including Scott's 
Adventures 1-14, the Questprobes numbers 1 & 
2, and of course Buckaroo Banzai, 

COPYRIGHT - This product is copyrighted and 
all rights are reserved. The distribution 
and sale of this product is intended for the 
personal use of the original purchaser for 
the use only on the computer systems 
specified. Any unauthorized copying, 
duplicating, selling, or otherwise 
distributing this product is hereby 
expressly forbidden. 

APPLE DISK 


1. 

Place disk 

ir, 

drive one 

• 

o 

Svitch ms c h 

i n e 

off then 

on again . 

3 . 

After h short 

time, f u 

rther instructions 

v i 1 1 

appear or. 

t he 

screen; 

follow these. 


LOADING INSTRUCTIONS 


ATARI 4 8) DISV 

1. Remove all cartridges (BASIC, RALLY 
SPEEDWAY, etc.). 

2. Place dis V in drive one. 

3. Switch machine off then on again. 

4. After a short time, further instructions 
will appear on the screen; follow these. 

ATARI 400/800 32 F TAPE 

1. RsTcr/e all cartridges. 

2. Place cassette in tape recorder and rewind. 

3. ^ T itch off machine. 

4. 9witch on machine while holding down START key. 

5. Computer will beep once: press RETURN and programme will 
load and run automatically. 



COMMODORE 64 DISK 


1. Place disk face up in drive one. 

2. Type LOAD"*",8 

3. When ready prompt appears type PUN. 

CASSETTE 

1, Place aasaetbe in fc oo ri e r sod rewind 

2, Hold down the atlFT ley m3 prase FDN/8T0P. 

3, Press play on tape recorder. Programme will load and run 
automatically. 

t 

TBS 90 HXXLS I-HMD m 
IP tDD HAVE A HXC. I 

1. Put the Adventure International disk in Drive 0. 

2. Press the reset button (found at the rear of the 
keyboard on the left-hand side). The program will begin 
running. 

IF YOU HAVE A MODEL III 

The disk you have purchased is in Model I format. Use the 
CONVERT utility furnished with Model III TRSDGS to make the 
progran compatible with your Model III. Mote that while 
adventures may be enjoyed an a single-drive computer, two 
drives are required for this conversion process. 

TO RUN CONVERT 

1. Make a copy of htodel III TRSDGS. 

2. Rancve all visible files fran it using the KILL aanmand. 
Visible files are those which appear vrt*en you type <DIR>. 

3. Put the copy of TRSDOS you made in step 1 into Drive 0, 
and the Adventure International disk in Drive 1. 

4. Press the Reset button (the small orange square in the 
upper right-hand corner of the keyboard). 

5. When TRSDOS Ready appears on the video display, type 
CONVERT and press O/TEJO. Answer the "90URCE CRIVE?" 
question by typing 0 <ENTER>. 

6. If asked for a password, type PASSWORD <ENTER>. The 
Adventure will be converted for Model III operation and 
copied to your TRSDOS disk. When the conversion process is 
complete and the TRSDOS Ready prcmpt appears, remove the 
Adventure International disk and put it in a safe place. 
Then type: 



IBM/MSDOS COMPATIBLE DISK 
OKI DtITK MSDOS MACHINES 


Requires one doublesided drive 
(PCDOS) 1.0 or higher. 


MSDOS 


1) Renove sny cartridges if aschlns is so 
e quipped* 

2) Boost your easter MSDOS or PCDOS 

diskette in drive A. 

3) If you hsve an IBM/PC coapatlble color 
graphics adapter and wish to view the 
graphic* in the Adventure, set your column 
width to 40. Type: MODE C040. To play the 

£*"* auon^ only * 'IP* either MODE MONO or 
MODE BWfiO depending on your hardware setup. 

4 ) Ty p e : B: . K 

5) You will be prompted to ewap disks. Put 
your Adventure International disk Into your 
drive when asked for your DRIVE B disk Put 
your master DOS disk into drive when asked 
for your DRIVE A disk. 


6) Type: START to begin playing. 

TWO DRIVE MSDOS MACHINES 


Require* tvo double aided drive* with MSDOS 
(FCDOS) I»0 or high** 

1) Follow Steps isli.ak.Tt, 

• } Insert, youc Adventure Internet Iona 1 disk 
in drift »* 

3) Follow step 6 above. 

HARD DR1VS MSDOS MACHINES 

Requires one double sided drive and one hard 

disk with MSDOS (PCDOS) 1.0 or higher. 

1) Follow step I In I drive Instructions 
above. 

2) Boot your hard disk. Follow ateo 3 
*bo?e. 

3) Type: A: 

4) Follow step 6 above. 



